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Abstract. This action research project investigates the reflective benefits of vlog-
ging for fine art students in a bachelor’s program in the Philippines. While the
notion surfaced during the height of the COVID-19 pandemic, the realization of
the study became more explicit in the latter part of the global condition. Online arts
learning impeded the material aspect of artmaking, which made the instruction dif-
ficult for both the students and the teacher. Amid the challenges posed by the phys-
icality of art, the study explores how vlogging aids in understanding the creative
process. Conducted over three weeks, the project involved students documenting
and reflecting on their experiences, with evidence gathered through records, inter-
views, and focus group discussions. Vlogging not only acquainted students with
their art journey but also enhanced productivity and fostered knowledge-sharing,
encouraging fellow students to improve their work. The study provides valuable
insights for educators and students alike, helping them prepare for future similar
circumstances.
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1 Introduction

This article stems from a master’s thesis research aimed at addressing challenges in art
education during the COVID-19 pandemic. The inquiry assisted a BFA program at the
Adventist University of the Philippines. In this program, the fundamentals of design are
traditionally taught through drawing and painting.

Firstly, the study aims to investigate the extent to which vlogging might serve as a tool
for reflection on the creative process. Throughout the pandemic, students were confined
to their homes, leading to a lack of physical presence of art, a lack of practical application
of art, and a lack of social interaction in art. It is because everything is done through
the computer screen. These factors, as noted by Dilmag (2020) and Neddeau (2020),
contributed to a decline in students’ enthusiasm for the arts. By enabling them to be
reflective through vlogging, the hope that their passion for artmaking would be regained.
Moreover, this action research project seeks to add to the discussion and debate about
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online learning in general and vlogging in particular, as in pandemic and post-pandemic
times.
For the duration of this research, the following questions were taken into account:

1. What can undergraduate art students acquire by vlogging their creative process?

2. What did the student artists demonstrate in their creative process vlogs, and how did
this affect their practice?

3. How does art vlogging help students and teachers work together during distance
learning?

Vlogs, also known as video blogs, feature a person speaking in front of a camera
(Frobenius 2014). For Brott and Willis (2021), vlogging captures the authentic self
by freely expressing the vlogger’s thoughts, actions, and speech. The vlogger candidly
demonstrates in the first-person point of view, which enables the vlogger to be reflective.
Schon (1987) refers to this process as reflection-in-action. However, Korkké et al. (2019)
argue that it is not significant for career growth. Thus, this research leans more toward
Brott and Willis (2021), as they propose that social engagement can fuel development.

Even before the pandemic, the use of technology was expected to flourish, and so was
learning (Ashworth et al. 2004). However, many studies found that most art educators
struggle to adjust to this new media (Al Hashimi 2019; Jochum 2022; Hashim 2018;
Wilks et al. 2015). They suggest that technology and education should synergize since
both contribute to progress and are advantageous when used together. While it is true
that no one has prepared for the crisis, educators found creative ways to arts learning.
Jochum (2022) highlighted that there are old media available that can work with the new.
Art materials, as old media, when unified with vlogging, as new media, counterbalance
the aversion toward the change. Although things have returned to normal, it is essential
to have research in place that prepares us for such crises in the future. Kini-Singh (2020)
anticipated that hybrid learning will continue.

2 To Creativity and Beyond! Visual Artsin Online M odality

Creativity has many definitions. In this research, creativity is primarily focused on the
arts. Based on studies, four distinct areas of creativity exhibit a direct correlation with
the field of art (Gruszka & Tang 2017; Pelowski 2017; Torrance 1993). These four
areas are the person, the product, the process, and the environment. First is the creative
person. Researchers have identified several traits shared by creative people. For example,
according to Taylor (1961), they have an immense drive to solve a problem that does
not stop them from arriving at multiple scenarios. They are sensitive but bold. For
Puryear (2020), creative people have the “Big Five Personalities.” They are fearless,
disciplined, interactive, flexible, and temperamental. The creative person is expected
to generate something, which leads us to the next area — the creative product. The
product is tangible evidence and the most objective means to evaluate an artist’s creativity
(Anderson 1960). Its visual impact is more straightforward to notice. Novelty is more
situated in this due to its tactile presence, whether the outcome is appealing or not
(Pelowski et al. 2017). Thirdly, the process. Torrance (1993), one of those who first
focussed on creativity as a process, describes it as problem-finding, solving, and filling



232 F. N. P. Labrador and N. Power

in the gaps. During the process, the integration of creative thinking and skills happens.
The process is often unseen and, therefore, unappreciated (Anderson 1960). Last on the
list is the creative environment. Simply put, it is the surroundings within which the person
is located (Rhodes 1961). Garces et al. (2016) argue that the creative environment highly
influences the process and product, not the person. From tender years to adulthood, the
artist’s encounters in life, whether internal or external, are what makes them creative.
In the virtual class setting, emphasis is placed solely on the person and the product.
However, the traits of a person and the standard of a product still vary. The process
and environment are absent. Unlike in the face-to-face modality, the teacher can simply
notice all these aspects of creativity. It is worth considering that one of these areas cannot
be achieved without the aid of the other three. The artist, as the creative person, goes
through the act of creating to produce a product, which is induced by the artist’s situation.
Although we have highlighted these four areas, there is still no guarantee of an increase
in creativity. Plucker et al. (2020) attest that it can be enhanced once the potentials are
harnessed to its optimal use. Guilford (1958) reminds us that a change in attitude must
occur to the teacher and student first. Thus, a willingness from both ends must be present.

3 Réflexivity in the Digital Age

In using digital technology as a pedagogical tool, Black and Browning (2011) affirm
that the main goal must always be for the students to gain confidence and knowledge.
We must not use it for the sake of its availability, but to make it an instrument to become
more creative. By letting students operate technology in their work, they go through a
reflective practice (Cheung & Kung 2006). As a form of emotional growth, digital media
empowers students to be active self-developers who learn from their own mistakes. The
knowledge they gain about themselves prepares them to be useful anywhere they are
placed (Bolton 2009). Burgart (1961) once said, “Art cannot be grasped by rational
means alone; the student must participate in the actual experience of art.” For others,
they reflect through writing, while for creative people, they make use of their experiences
(Schon 1983).

There is no doubt that traditional reflective tools in arts are up to this time practical
to use. Journaling, for instance, is a widespread method of reflexivity. Lindroth (2015)
suggests that by doing this, an individual can reflect on the past and realign his focus
to the present. Another reflective instrument is the sketchbook. What is placed in it is a
medley of encounters (Power 2018). The same goes for the familiar medium for artists -
drawings. These are visual narratives that are, to some degree, therapeutic (Calvo 2017;
Tokolahi 2010).

Over some time, along with the changes in society go with the changes in reflective
practice. To make the most of digital technology, the researcher agrees with the argument
of Brott (2020) that rather than writing in journals, it is more efficient to vlog. With
the widespread availability of smartphones, anyone can easily record videos. These
time lapses of events can provide a better view of the changes that can happen in a
given duration, effectively functioning as an audio-visual diary. As mentioned earlier,
reflection occurs during the performance of a task. It can be assumed that while vliogging
the creative process, reflection-in-action will be captured. It leads us to surmise that
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these vlogs can support a reflection even after a task. By viewing the vlog in the future,
it permits self-evaluation of the action that took place for improvement. Schon (1987)
refers to this as the reflection-on-action (see Fig. 1 for reference).

Fig. 1. The transition of reflection-in-action to reflection-on-action in the vlogging process.

4 Methodology

This project was guided by action research. According to Clark et al. (2020), this method
supports teachers in reflecting on their pedagogy the same way they teach their students
to be reflective of their own practice. This method revolves around planning, acting,
observing, and reflecting as illustrated in Fig. 2. Data were collected through vlogs,
interviews, and focused group discussions. Employing an action research project, the
researcher, as a teacher, sought to discover a practical solution to the real-life challenges
confronting art education during the pandemic.

4.1 Participants

Seven first-year undergraduate students from a private Fine Arts program in the Philip-
pines voluntarily took partin a vlogging activity to document their creative process. These
students had completed a prerequisite course in the previous semester, which qualified
them for participation. The researcher used Murairwa’s (2015) Voluntary Sample Design
to ensure an unbiased selection process. During the trial run, all students received an
invitation to participate and were given sufficient time to decide. This systematic app-
roach allowed for centralized data collection. To maintain privacy, the participants were
given code names in place of their real names in the written work and were referred to
as “Vlogger [Letter].” This study was approved by the KMUTT Institutional Review
Board in 2022.
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Fig. 2. The diagram of the conceptual framework patterned to the action research flow proposed
by Clark et al. (2019).

4.2 Data Collection

The data for this study were collected during a three-week vlogging assignment. The
research rigor was ensured through triangulation—records, interviews, and focus group
discussions—aligning with the recommendations of Nassaji (2020). A project brief was
first introduced to the student participants, wherein they were tasked to create designs
with the theme “Tell Me About Yourself.” This project aimed to allow self-expression
through painting while gaining a more profound understanding of their creative process.
Along this theme, they followed the tetradic and triadic color theory. Over the course
of the project, students had ample time to engage in each phase of the creative process,
as proposed by Mace and Ward (2010). To gain a deeper understanding, each phase is
explored below.

A. Conception: In this initial step, student artists gathered potential ideas for their
artwork. They drew a fair number of studies that could serve as the foundation for
their artwork. The degree to which it is manageable depends on each of their talent

Fig. 3. Vlog snippet that shows Vlogger D’s  Fig. 4. Vlog snippet that shows Vlogger F’s
drawing studies. drawing studies.
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and skill. Internal and external influences to spark an idea. From the body of thoughts,
they filtered out the best that can develop into an artwork. See Figs. 3 and 4 for details.

B. Development: Once a filtered concept was chosen, the artist refined it further in
the development stage. They determined, tested, and formed it through sketches and
color studies. Construction and reconstruction occurred depending on the gathered
information. At this point, the concept was almost concrete to pursue the artmaking
stage. See Fig. 5 and 6 for details.

Fig. 5. Vlog snippet that shows Vlogger C’s  Fig. 6. Vlog snippet that shows Vlogger A’s
color study. color study.

C. Artmaking: Once the ideation part progressed, the artwork-making began. The artist
gathered all the necessary materials to initiate the process. The idea came to life by
giving structure to the project. See Figs. 4 for details.

Fig. 7. Vlog snippet that shows Vlogger B Fig. 8. Vlog snippet that shows Vlogger E
making and finishing the artwork. making and finishing the artwork.

D. Completion: Lastly, they pursued to wrap up the process by finishing the painting
and presented it in class.

At the end of each production week, the researcher and the student participants
reviewed the vlogs and discussed their impact on their creative processes. As vlogs are
meant to be shared, they were given the discretion if they would want to upload them.
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4.3 DataAnalysis

A total of twenty-one vlogs were collected from the seven student participants. The
researcher adopted both deductive and inductive approaches, drawing from the method-
ological framework proposed by Bingham and Witkowsky (2022). The initial step
involved categorizing the vlogs based on the creative process model of Mace and
Ward (2010). Subsequently, a thorough investigation of actions, narrations, and cap-
tions were analyzed using Bloom’s Taxonomy (Shabatura 2014). These elements were
cross-checked on the verb chart, making it easier to recognize the level achieved in
Bloom’s Taxonomy.

During this analysis, broad topics aligned with the research question guided the
focus. What can undergraduate art students acquire by vlogging their creative process?
The open codes gathered assisted the researcher in developing overarching themes.

After the initial round of deductive coding, the process transitioned to making mean-
ing of each identified topic, marking the initiation of inductive coding. The incorporation
of in vivo codes, strongly supported by theories and existing literature, contributed to
enhancing the validity of the data. Following this blended approach resulted in a more
systematically constructed and rigorously analyzed dataset.

5 Findings
5.1 From Covert to Overt

In this first finding, two interconnected concepts emerged. From one angle, the creative
process is recognized by viewers through the vlogs. From another angle, the student
artists gained a deeper understanding of their own creative processes.

Now You See Me. The vlogs served as an instrument to unveil the unseen process,
particularly during the pandemic. To delve deeper into this, let’s examine excerpts from
Vlogger G’s videos as an example. Actions, voiceovers, and subtitles were analyzed to
match the verbs with the chart of Shabatura (2014).
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Bloom’s Taxonomy Level and Vlog Excerpt Corresponding Description
Verbs
Remember Enumerate, The ‘Remember’
Identify, Index, stage occurs when a
Indicate, List, person recalls

Name, Outline,
Recall,
Recognize,
Record, Review,
State, Study,

information from
long-term memory.
The student artist
demonstrated this
by listing ideas

Write relevant to the
project theme,
= — T engaging in deep
“Today, | focus on ideas only by continuing self-reflection, and
my research and gathering all the ideas that recording his
could have during the week. To stay orderly thoughts on his
and precise, | generally jot down my ideas in a identity.
notebook or on a piece of paper.”
Understand Articulate, At this stage, the
Associate, student
Characterize, comprehended and
Clarify, Classify, processed the
Compare, previous
Contrast, information. He
Describe, Detail, exercised

“Afterwards, | would choose the ideas closest
to the concept and the context.”

Differentiate,
Distinguish,
Elaborate,
Interpret, Predict,
Translate,
Visualize

intellectual skills by
comparing various
ideas and selecting
those that he
believed best
described him.
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“l have designed [four studies]. But, hs one
is my favorite. That’s why | filmed it. This is
the idea and the concept | have on me.”

Construct,
Demonstrate,
Discover, Draw,
Employ,
Examine,
Exercise, Explore,
Express, Figure,
Ilustrate,
Manipulate,
Modify, Operate,
Personalize,
Practice, Prepare,
Process, Produce,
Relate, Show,
Sketch, Translate,

used the information
he gathered and
applied it to his
work. Several
sketches were
studied in this phase.
He translated the
written ideas into
shapes and forms. In
such a way, he was
able to practice his
skill as well.

artwork. I will put them in order on a sheet to
guide me during the design.”

Blueprint,
Breakdown,
Characterize,
Classify,
Compare,
Confirm,
Contrast,
Correlate, Detect,
Differentiate,
Dissect,
Distinguish,
Ensure, Examine,
Explore, Figure
out, File, Group,
Identify,
Illustrate,
Investigate,
Layout, Manage,
Optimize, Order,
Outline, Point out,
Query, Select,

student artist
progressed to
analyzing his work,
breaking down the
materials. He strived
to make sense of
what he had already
started through color
studies. By
examining various
options, he was able
to select the best
palette for his work.

Separate,

Compare, neared the
Conclude, conclusion of his
Contrast, work, both he and
Criticize, the teacher engaged
Critique, in a critique of the
Determine, progress made thus

Evaluate, Judge,
Justify, Measure,
Predict, Select,

far. At the 'Evaluate’
level, he tested the
colors in his study to
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“On the left, [I tested] the first combination | Summarize, Test, | worked best. This
(triadic color scheme), and on the right, the | Validate, Verify process allowed him
second (tetradic color scheme).” to assess the studies
he had previously
created and verify
the direction to
pursue for his final

piece.
Create Abstract, Arrange, | And lastly, the
Assemble, 'Create' level was
P ——— Combine, reached as the
Compile, student artist began

Construct, Create, | designing the final

Cultivate, Design, | concept. Utilizing all
Develop, Devise, | the insights gathered
Enhance, Explain, | from the 'Remember’

Facilitate, level through to the
Formulate, ‘Evaluate' level, he
= e Generate, Handle, | was able to craft a
“This painting represents me. Maybe, some of | Improve, novel artwork. The
you will recognize yourself in it... These | Incorporate, well-formulated

colors represent the different facets that | have | Integrate, Model, | concept enabled him
in me, as well as those perceived by others | Modify, Organize, | to execute the final

around me...” Overhaul, Portray, | piece with precision
Prepare, Produce, | and complete itin
Relate, time for the
Reorganize, deadline.
Revise, Specify,
Summarize

In the examples, it is evident that vlogging unveiled the creative journey of student
artists. Each level of Bloom’s Taxonomy has been identified and passed through via the
vlogs. It is safe to say that vlogging brought to light the covert nature of the creative
process. Artists learn through the practice of the creative process—when they think and
envision their art, when they express their feelings through art, and when they perform
the creation of art (Ecoma, 2018). Thus, this claim is supported by Conklin (2005), who
stated that Bloom’s Taxonomy helps educators witness their students’ learning. The act
of perceiving their learning was magnified further through vlogging.

Eventhough this study was modeled from Brott’s (2020) research, there isan apparent
distinction, particularly in reaching the “Creating” level. The creative process proposed
by Mace & Ward (2010) certainly contributed to that.

Now | See Me. The participants had a collective notion that vlogging enabled them to
have a well-ordered approach to artmaking. Reflective practice permits the practitioner
to possess a thorough knowledge of their craft that lays the foundations for develop-
ment (Botella 2018; Bassot 2016). Knowing the appropriate time to vlog in artmaking
informs that there is consciousness of what they are doing. It is worth noting that while
vlogging, they are in the first-person perspective, where mental and cognitive events
occur (Varela & Shear 1999). Thus, in these moments, reflection-in-action transpires.
Schon (1983) states that the practitioner is actively solving the problem, in this case,
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from formulating a concept to completing an artwork. He believes this tacit knowledge
about their practice is often perplexing to rule out in words. However, the intuition to
act upon something transpires. In a related study, Walker (2004) found out that although
artists had produced works in the past, it was only through maintaining reflective video
records that they started to pinpoint their creative process.

While reflecting is known to be done during the process, a strong point that viogging
offers is the means to replay your journal entry as it is. These video recordings are
preserved real-time sequences that took over (Jewitt 2012; Knoblauch et al. 2012). Once
the participants reviewed their videos, they found out that some aspects of their artwork
needed to be improved. One participant stated “I find it beneficial that while 1 was
doing my artwork, | thought what | was doing was all right. But after watching the
vlog, | started to detect the parts of my work that | should change” (Vlogger B). In the
Reflective Practice Guide, Bassot (2016) stated that there must be a balance between
becoming acquainted with your positive and negative traits. Scrutinizing the ebb and
flow becomes the pivotal point of one’s practice. By doing so, the peril of surmising
that your work is insufficient, or vice versa, assuming that it is without fault, is eluded.
In an excerpt, Vlogger A said “After watching my vlog, | realized | need more time
to meditate and find inspiration [...] | need to relax to be inspired to do my artwork.”
Hence, learning from experience paves the way to advance in your craft. It is known as
reflection-on-action (Schén 1983). Moreover, this echoes the finding of Korkko et al.
(2019) that enables practitioners to see themselves from an outsider’s point of view. This
new angle may provide an objective criticism of your own work.

The almost out-of-body experience of recalling the actions positions the vlogger in
the third-person perspective. There is a shift from the subjective to objective stance,
providing a broader scrutiny of the self. As artists, it is easy to get lost in our world.
Thus, having such records reminds them of what they went through and what could be
improved. It is important to note that most of the vloggers felt discomfort on the first
sighting of their vlogs. However, after the second and third attempts, most felt at ease in
front of the camera.

5.2 Vlogging Made Me Do It

Asignificant polarity between the participants and nonparticipants became apparent over
the course of the experiment. While the same groups received equivalent periods of lec-
ture and critique sessions, the nonparticipating group appeared disconnected, while the
participants were more prolific in artmaking. The researcher observed their development
and offered them helpful criticism on their artmaking for three weeks. Inspiration played
a vast role in this finding.

Because of the reflective appeal of vlogging, the participants took the time to sit
on their thoughts deeply. Some went out for a walk, visited cafes, and took mindful
rests. The quest for inspiration was captured through the vlogs. According to Cui et al.
(2020), when an individual is inspired, it takes an effort to act upon it. It is a state of
being that aids artists to be creative and productive. However, one has to go through the
three stages of inspiration to begin with (Thrash & Elliot 2002). First, an evocation - a
response to a cue must occur, willingly or not. Transcendence, where one feels an insight,
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comes next. And lastly, the motivation to pursue. In this instance, vlogging serves as the
trigger for motivation. Typically, the more motivated a person is, the more productive
he becomes.

Two types of motivation were identified through the vlogs: intrinsic and extrinsic.
Participants who have acclimated to vlogging more readily appear to enjoy their creative
process more. Vloggers F and C observed that they were more organized and productive
during these weeks. “Throughout the past weeks of working on this project, | noticed |
became better at managing my time and organizing things,” Vlogger F revealed in his
vlog. They even went beyond showing some other aspects of their lives that support
their creativity. The drive to perform for self-enjoyment or personal fulfillment is known
as intrinsic motivation (Legault 2020; Ryan & Deci 2000). These participants were
motivated by a desire to excel in their craft and to inspire their classmates to do the
same. On the other hand, some participants were motivated by different factors. Vlogger
A admitted, “I felt the need to post something online. My friends are waiting for me to
upload my vlog. With that, | feel more productive.” For Vlogger G, he felt pressured
to do the vlog. However, to him, it was a good exercise as he was able to get to know
himself better. The vlog was a trigger for them to accomplish their requirements.

Even though some studies suggest that external motives are negative, others continue
to believe it has positive results, which happened in this case. A likely explanation is
when more self-governing takes over more than the outside force (Ryan & Deci 2000).
Six out of the seven participants found vlogging beneficial to their creative process.
It is almost certain that vlogging reinforced them to be creative and productive at the
same time. In contrast, nearly all the nonparticipating students submitted their weekly
progress late. Some never showed their work at all until the presentation day. The drive
to carry out the project was tedious.

5.3 Learning Art Together Apart

Uploading artwork online is no longer a novel concept in the contemporary world. It has
been going on for decades since the proliferation of social media. However, this is not
the case for vlogging the creative process. Normally, it is done privately and unknown
to the public. Due to this, the shared experience emerged as one of the key findings of
this study.

To start with, the ability to share begins with oneself. Self-talk, often known as
inner speech, inner dialogue, or intrapersonal communication, is simply the discussion
we engage with ourselves (Hyatt 1992; Latinjak et al. 2023). Studies on self-talk have
revealed that it has an impact on how well people do, particularly in cognitive activi-
ties (Latinjak et al. 2023; Tod et al. 2011). In this circumstance, self-talk occurs while
vlogging.

Self-talk was displayed through a subtitle, a voiceover, or direct speaking in front of
the camera expressing their thoughts. It is apparent in their vlogs that they all regarded
talking in the first-person point of view. Vlogs typically use the verbs “I” as the vlogger
speak. This description is close to those of Ibrahim (2021) and Jewitt (2012), who stated
that vlog is a continuum of a diary. Although diaries are designed to be private, they
both share the notion of making a record of the mundaneness of life. Vlogger B stated in
an interview “While doing the vlog, it’s mostly like talking to yourself, but at the same



242 F. N. P. Labrador and N. Power

time, you are sharing it with other people.” In the same way, the self-talk that appears
in vlogs is akin to a monologue (Frobenius 2014).

The fascinating part is the vlog’s capacity to be shared with others. In such a manner,
the viewers can react and respond to the video log. In a separate interview, Vlogger C
noticed something in the direction of her vlog, “I noticed that my second vlog became
motivational. | wanted to encourage young artists like me to get out of their comfort
zone.” It parallels the intent of Hartley (2009) and his team when they constructed
YouTube. They sought to use the Internet to bridge the gap between individual creativ-
ity and global audience, which soon, Jenkins coined the term “Participatory culture”
(Burgess & Green 2018). Anyone can be a producer and consumer. On that account,
the project tested this by allowing the nonparticipating group to view the vlogs. They
reported experiencing a sense of relatedness to what their classmates went through,
almost identical to their own. The collective response conveyed a perception of seeing
through someone’s eyes.

Nearly all nonparticipants reported that they could directly relate to their classmates’
vlogs. Onlookers B, C, and G went a step further, expressing a desire to replicate the
vloggers’ creative process. Onlooker G said, “I should start taking notes and studying
the colors too,” referring to a VVlogger participant’s process. They gained insights on
how to enhance their own work by observing the techniques demonstrated in the vlogs.
The vlog became a medium for witnessing the highs and lows of the students’ lives. In
such a manner, the teacher can provide guidance aligned to their needs. The feedback of
other people is far more objective than how we see ourselves (Eurich 2017). As a result,
it will also help improve those aspects of ourselves we don’t recognize.

Overall, this verifies Jochum’s (2022) assertion that vlogs are a compelling source
of knowledge via peer sharing. Students can learn through each other’s experiences,
apart from the teacher’s lectures. According to Hashim (2018), there is no alternative
way but to integrate technology into the learning process for the current generation of
students. These new breeds treat technology as part of their livelihood (Hartley, 2009).
Consequently, teachers are calibrating to this demand.

Vlogging the creative process opened new windows to student artists’ practices. They
learned that they have strengths and weaknesses—practices that are meant to be kept and
dismissed. The vlogs taught them to be persistent amidst struggles. Not only did vlogging
help them, but it also provided opportunities for others to learn. Nonparticipants gained
insights on how they can enhance their work. In the same way, the teacher had the chance
to observe and track the artistic development of the students through the vlogs. What
was misplaced-the physical, material, and social aspects of art—-was somehow found.

6 Conclusion

The unfolding of this study is rooted in deliberately finding a solution to the predicament
of arts learning during the pandemic. In particular, the problem of assisting student artists
in gaining extensive knowledge of their own practice, and the challenge for teachers to
embrace technology in teaching arts. Due to the absence of physical material, practical
application, and social presence of art, fostering creativity has become a barrier in peda-
gogy (Dilmag, 2020; Neddeau, 2020). Thus, this research was conducted to suggest new
methods for teaching art in an online setting.
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The study found that vlogging the creative process is a valuable instrument in online
arts learning. This is because vlogging allows for the identification of the stages of
Bloom’s Taxonomy, which confirms the attainment of the “Creating” level. The research
suggests that the “Creating” level is more achievable when students are prompted to be
mindful of the appropriate times to engage in vlogging. By following the creative process
model of Mace & Ward (2010), it became easier for student artists to vlog.

Secondly, vlogging aided student artists in becoming familiar with their distinct
artmaking process. They have witnessed their own selves from a fresh angle. By doing
s0, the vlogs helped them pinpoint the good and the bad in their practice. It served as an
instrument in reflecting what entails to be kept and dismissed from their work.

Another significant finding from this research is the use of vlogging as a trigger to
pursue artmaking. Although pressure was present during the project, the student artists
still relished the task due to its self-governing attribute. They had the urge to accomplish
the project, driven by gratification once the task was completed. As a result, most of the
participants demonstrated a high level of productivity in artmaking.

The final discovery became a gateway to sharing the learning process through vlog-
ging. Granted that vlogging is typical, sharing the creative process for artists is quite
the opposite. The project taught the student artists to be more at ease in expressing their
passion for art. As a result, their vlogs encouraged their classmates to persevere with the
task. At the same time, the vlogs offered new ideas to their peers to apply to their own art.

Time and time again, art educators are infamous for having a strong aversion to
technology. However, through this research, we put to the test the argument that art
educators are incapable of such advancement (Al Hashimi 2019; Black & Browning
2011; Jochum 2022; Hashim 2018; Wilks et al. 2015). Thus, it is evident in this study
that the traditional art pedagogy was re-equipped through vlogging. To a large extent,
we learn to accept that the modern age requires modern solutions - so does education.
Establishing new methods encourages educators to get out of their comfort zones.

This study acknowledges that certain limitations may have impacted the performance
of student artists, primarily related to the technical aspects of vlogging. Common issues
encountered included file corruption, slow internet connection, limited device memory,
and challenges with video editing. Another limitation was the small number of partic-
ipants. However, it is worth noting that seven other students served as onlookers. To
ensure the integrity of the research flow, a pilot study was conducted with a different
group from the previous year. Importantly, no participants were put at risk due to these
limitations.
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